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It  should  b«  clsar  froa  our  discussion  of  gsas  thsory  that  it  is  vsrj 
dl'^ficult  to  solve  snalTtieallj  s  gsaw  liks  poksr.  HonsthslssSf  sobs  psopls 
Sirs  Tsry  skillful  st  this  gaas.  Thsir  skill  has  bssn  acquirsd  in  two  wajs. 
first  and  forsaost,  by  sxpsrisncs,  i.s.,  by  actually  playing  ths  gaas  t 
groat  mi^sr  of  tlaso  and  Isaming  froa  thsss  plays  what  ars  good  strats- 
giss.  Sseondly,  by  profiting  froa  such  aathsaatics,  (particularly  of  ths 
probabilistic  typo),  as  can  bo  dons,  svsn  though  ths  ''oaplsts  gaas  thsorst- 
ical  trsatasnt  cannot.  Ono  can  calculats,  for  oxaapls,  ths  probability  of 
drawing  sucesssfuUy  to  an  insile  straight  or  ths  probability  of  gsttii.g 
a  flush;  as  a  rssult  ons  can  loam  a  good  dsal  about  what  is  wiss  and  what 
is  foolish. 

But  it  is  wsU-known  that  poksr  is  not  asrsly  a  slapls  qusstion  of  com- 
binatorics.  Ths  opponsnt's  actions  nxist  bo  taksn  into  account,  particularly 
ths  probability  of  whsthsr  or  not  hs  is  bluffing.  Ths  lattsr  is  a  gass 
tbsory  qusstion.  llthough,  as  ws  said,  ths  gaas  thsorotic  aspscts  of  roal 
poksr  havs  novor  bssn  trsatsd  sucesssfuUy,  thsrs  ars  poksr  playsrs  who 
know  a  groat  dsal  about  it.  Ws  too  can  loam  nurii  about  aors  ssrious  rs^l- 
lifs  gaass  by  dosigning  siapls  gaass  that  slaulato  sobs  aspscts  of  ths  rsal 
world,  but  that  ars  too  coaplicatsd  to  bs  solvsd.  Wo  can  play  thsss  gaass 
and  loam  frea  thsa.  In  a  sonss  this  is  a  Monts  Carlo  approach  to  ths 
problsB  of  solving  a  coaplicatsd  gaas.  Insofar  as  it  is,  sosis  of  ths  con- 
sidsrations  about  Monts  Carlo  that  ws  havs  alrsady  msntionsd  ars  rslsvant. 

Thsrs  ars  four  Isvsls  of  War  Gaming  which  ws  would  liks  to  distinguish. 
1.  Ths  Inforaal  Gaas 

This  is  a  conscious  attempt  to  try  to  taka  account  of  the  ensay's 
reactions.  It  is  scastines  played  inside  ons  man's  head.  One  simply  asks 
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hlju«lf  *Mhat  would  th«  •nntx  dc  If  I  did  this,"  or  'Vhat  do«i  h«  think  I 
will  do  if  h«  iooa  such  and  ■uehT"  In  an  inforwal  gaaot  on*  trios  to  look 
at  tho  situation  froa  a  .«>  ical  point  of  viow,  taking  account,  in  a 
roasonablo  way,  on«*s  knowj.odgo  of  tho  ona^y's  knowlodgo  about  onooolf  or 
what  ho  is  likoly  to  know.  In  fact,  ono  takas  into  account  any  proportios 
or  charactoristics  of  onooolf  or  tho  anaay  that  oooa  rolovant.  This  kind 
of  War  Gaadng  can  bo  dono  by  aoro  than  ono  poroon.  It  can  bo  dona  by  two 
pooplo,  by  a  group,  a  staff,  or  a  largo  nvabor  of  othor  pooplo.  Siaply 
to  taka  into  account,  consciously,  tho  fact  that  tho  onaay  is  not  passiTO, 
but  actually  aay  bo  trying  to  thwart  and  circvaront  you,  is  alaost  without 
qusstlcn  tho  most  c~~"n  and  ^Tortant  kind  of  War  Oaaina  that  is  dons  (or 
soowtlaoo  not  dono). 

2.  Rulo  Oaaos 

Thors  is  anothor  class  of  gaaos  which  is  vary  popular.  In  this  class, 
tho  analyst  is  trying  to  abstract  frca  tho  roal  world  a  fairly  dsfinito  Lst 
of  rulos  which  all  playors  aust  oboonro.  In  soao  caoos  all  tho  miss  aro 
writton  down  sxplicitly.  In  othor  casos,  this  is  too  difficult.  Soao  of 
tho  rulos  aay  then  bo  loft  to  reforoos  to  invont  at  tho  last  aoasnt. 
Howover,  as  many  of  tho  rulos  as  possiblo  aro  laid  down  in  adranco.  Tho 
objoct  is  *0  aaks  a  gaao  which  coxild  bo  playod  as  wall  by  two  Nartians 
(asthoaaticians?) ,  who  could  road  tho  rulos,  as  by  a  playar  who  had  sub¬ 
stantive  knowledge  and  experience  of  the  issues  involved. 

Soaetiaos  rule  gaaos  aro  used  for  pedagogical  purposes.  In  order  to 
teach  sosto  principle  a  gsaie  is  devised  which  forces  tho  point  hoaa  for  tho 
players  in  a  way  that  is  difficult  to  do  by  noraal  exposition.  In  such 
gaaos  pooudo-oxporionco  replaces  exposition.  War  Gaaing  is  aaaaingly 
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effcstir*  Tor  teaching  obvious  idsss  that  pwopls  have  rssistsd  bscausa 
tbsy  run  countsr  to  doctrine,  or  are  unpleasant  e.g.,  if  one's  airforce  is 
exposed  to  destruction,  the  enavy  m»j  destroy  it. 

If  the  players  are  willing  to  accept  the  assuaptions  that  are  sBbodied 
in  the  rules,  they  are  often  forced  to  accept  conclusions  with  an  intensity 
which  would  not  be  there  if  these  saaa  conclusions  arose  in  the  course  of  a 
briefing  or  a  lecture.  There  is,  of  course,  no  guarantee  that  the  points 
that  are  taught  are  correct.  In  fact,  the  opposite  may  be  true.  Because 
the  players  have  a  sense  of  participation,  their  critical  sense  is  often 
dulled.  Intensity  of  cooaunication,  rather  than  correctness  of  conclusion, 
is  the  hallaark  of  the  pedagogical  game. 

It  is  also  possible  that  one  can  learn  skills  from  games  which  carry 
over  to  the  real  world.  Some  people  even  argue  that  games  can  bo  devised 
which  will  be  good  tests  of  the  military  competency  of  the  players.  It 
is  cur  opinion  that  both  of  these  ends  are  very  difficult  to  accomplish 
with  pure  rule  games.  We  can  only  admire  people  for  putting  research  into 
this  effort  and  wish  them  well.  However,  experience  has  shown  that  it  can 
be  a  very  stimulating  experience  to  play  these  games  and  we  expect  that  one 
of  the  most  useful  applications  of  rule  gamss  may  be  in  schools  or  study 
groups  as  a  portion  of  a  larger  program. 

One  thing  which  the  formal  rule  game  is  nut  very  well  adapted  for  is 
empirical  research.  Only  very  rarely.  If  ever,  does  the  play  of  a  Rule 
War  Game  turn  up  valid  conclusions  about  the  real  world  which  could  not 
have  been  deduced  in  an  immediate  way  directly  from  the  rules.  In  every 
game  of  this  type,  that  the  authors  have  seen,  the  interesting  results  of 
the  play  have  always  been  completely  and  obviously  prejudged  by  the  rules. 
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One*  thaa*  rolaa  hara  baan  aada  up  tha  raaaareh  la  juat  about  finlshadt 
actual  play  of  tha  wa  producaa  ranr  littla  infomatlon*  Thia  la  why  tha 
gaaa  haa  tha  prarioualy  daaorlbad  quali 17  if  baing  a  padafogical  tool 
rathar  than  a  aubatantlwa  raaaareh  tool. 

Thla  la  twt  at  all  aurprlaln^.  Ganarally  apaakinc,  aoat  raal  world 
ayataaa  ara  althar  vary  good  or  vary  bad.  Ona  proparty  of  a  good  ayataa 
la  that  It  lootca  good  undar  a  wlda  varlaty  of  aaawptiona  and  condltiona. 
Undar  thaaa  cireuBatancaa  It  la  ganarally  obvioua  that  tha  ayataa  la  good 
and  it  doaa  not  taka  vary  akillful  play  to  aaa  it.  A  alailar  aituation 
aaaaa  to  ba  trua  whan  a  ayataa  ia  bad.  In  tha  occaaional  aituation  whan 
tha  ayataa  daacribad  by  tha  rulaa  of  tha  gaaa  ia  ao  eontrovaralal  that 
it  takas  play  to  dacida  what  tha  taplicationa  of  tha  rulaa  ara,  ona  still 
cannot  usually  clala  that  play  actually  tumad  up  substantiva  facts  about 
the  raal  world.  If  tha  situation  is  eontrovaralal,  tha  rasults  ara  in¬ 
variably  aanaitivaly  dapandant  on  tha  rulaa  aasuaad,  and  a  wlnor  ehanga 
will  cowplataly  altar  tha  rasults.  In  thsM  eaaas,  ona  would  hava  to  do 
a  contingancy  and  aanaitivity  analysis  whlla  playing  tna  gaaa  to  raally 
undarstand  tha  sitxiation.  This  aaaaa  to  ba  too  difficult  to  do. 

Thaaa  last  paragraphs  on  tha  valualassnasa  of  Rula  GaaMs  for  aapirleal 
raaaareh  dasarva  at  laast  tws  qualifications.  Wa  aantionad  in  tha  pravlous 
chaptar  on  gaaa  thaory  that  ona  of  its  wain  valuas  Has  in  tha  fact  that  it 
takas  a  vary  idaaliaad  aspact  of  tha  aituation  and  traats  It  eoaplataly. 

Whila  this  idaaliaation  way  turn  out  to  ba  a  vary  approxlaata  and  Inooaplata 
pictura  of  tha  raal  problaa,  it  la  navarthalass  quits  iaportant  to  undarstand 
thaaa  idaaliaad  aspaeta  thoroughly.  Ona*s  intuition  and  grasp  of  e<aq>lax 
problaaa  is  usually  battar  if  ona  undsrstands  tha  slaq>lar  onas.  It  is  claar 
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that  th«r«  mlinht  b«  idcallMd  gaaes  which  are  sLapla  wnough  to  b«  powwrful 
aid!  to  tha  intuition  and  gwnaral  understanding,  and  >*«t  too  complex  to  be 
treated  by  gaae  theory.  One  might  then  want  to  treat  this  kind  of  game  by 
either  nmerioal  or  war  gaadng  (Monte  Carlo?)  techniques. 

The  second  qualification  is  even  acre  to  the  point.  One  reasonable 
way  to  initiate  research  is  to  ask  people  to  aake  up  a  reasonable  set  of 
rules  for  a  gaae  of  this  character.  The  attempt  to  draw  up  the  rules  will 
force  thea  to  look  very  hard  at  whole  classes  of  problems.  Thuy  have  to 
think  about  them  in  a  thorough  way  because  they  have  to  make  definite  and 
usually  quantitative  statements  about  every  aspect  of  the  situation. 

Indeed,  making  xip  rules  for  a  game  always  involves  research,  sometimes  in 
a  very  productive  way.  In  addition  the  design  of  a  large  detailed  rule 
game  may  be  a  useful  way  to  summarise,  integrate,  and  evaluate  research 
that  has  been  done  in  bits  and  pieces.  It  acts  as  a  sort  of  Jigsaw  puttie. 

It  not  only  fits  together  the  research  that  has  been  done,  but  it  also  makes 
the  lacunae  stand  out.  (However,  our  friends  in  economics  tell  us  there  are 
other  methods  besides  the  construction  of  rule  games  to  stotivate  such 
activities,  e.g.,  an  extra  $5,000  a  year.) 

3.  The  Formal  Minisrom  Rule  Game 

Let  us  look  now  at  the  gams  which  has  only  a  few  explicit  prsdetermined 
rules.  This  is  not  because  there  are  a  priori  or  in-principle  objections  to 
explicit  rules,  but  because  it  is  one  of  the  objects  of  the  game  to  investi¬ 
gate  what  are  sensible  rules.  This  sort  of  gaae  is  less  a  formal  gaae  than 
a  social  situation.  Roughly,  it  can  be  described  as  follows. 

A  nuBiber  of  skilled  experts  are  gathered  together,  with  their  assistants. 
These  people  are  to  study  a  certain  problem  area;  hopefully  they  will  interact 
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irith  •ach  other  in  an  Intimate  and  fruitful  way  orer  a  fairly  lengthy  period 
of  time.  In  addition,  they  Bust  work  in  a  concrete  ai\d  detailed  way.  Most 
isiportant  of  all,  one  wants  a  critical  examination  of  all  the  work  while  it 
is  being  done. 

One  way  not  to  do  this  t^uld  be  to  lock  thea  up  in  a  conference  rooa 
and  say,  "Get  to  work."  There  aight  be  an  initial  period  where  there  was 
an  exchange  of  riewe  and  people  learned  about  the  iseara.  After  this 
initial  period,  conferences  tend  to  stagnate  into  intenainable  arg\Bients 
and  dlsaensiona  or  into  feasts  of  agreer.ent.  Therefore,  after  the  first 
interaction  period  is  orer,  there  tends  to  be  very  little  constructire 
work.  Almost  the  best  thing  the  conferees  can  then  do  is  write  a  report 
and  go  hone. 

If,  on  the  contrary,  these  same  people  are  asked  to  play  a  game,  the 
situation  is  quite  different.  The  indiTidual  players  then  take  aides. 

They  will  study  the  problems  associated  with  their  sides  with  passionate 
interest  and  derotion.  In  fact,  experience  has  shown,  with  too  much 
pjassion.  There  will  be  a  real  impetus  to  doing  constructive  work  and  to 
criticize  assumptions  which  favor  the  opposition. 

If  the  referees  are  skillful,  they  will  let  the  players  do  a  great 
deal  of  arguing  about  the  interpretation  of  what  is  reasonable  or  un¬ 
reasonable.  After  all,  the  referees*  decisions  should  often  themselves 
be  the  product  of  research,  and  one  wants  the  players  to  contribute  their 
knowledge  and  experience  to  these  decisions.  However,  when  the  discussion 
tends  to  drag  out  or  becooe  intolerable,  the  referee  has  the  privilege  of 
making  a  flat  decision  which  cuts  off  controversy  and  allows  the  game  tc 
continue.  He  is  in  a  auch  better  social  situation  than  a  chairman  of  a 
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conr»r®nc«  foi*  •v«rybo3y  h*8  to  accept  his  ieclBlons  >rlth  good  grace.  Not 
onlj  does  he  hare  the  l«g*l  authority,  but  o\ir  whole  tradition  of  being 
"good  sports"  enforces  hie  authoritative  power. ^  The  only  retaliation  a 
player  possesses  Is  to  writ*  a  paper.  Since  It  is  one  of  the  referee's 
jobs  to  stimulate  such  papers,  he  can  be  unperturbed  even  If  the  paper  is 
vitriolic. 

In  fact,  the  gaae  gives  a  very  good  envircneent  for  the  output  of  all 
kinds  of  detailed  papers  on  policy,  hardware,  or  context  questions  which 
ordinarily  wouldn^t  get  written.  Purthennore,  the  fact  that  the  players 
theaiselves  are  pretending  to  take  active  roles  In  affairs  forces  them  to 
think  in  a  concrete  and  relatively  responsible  way  about  problems  which 
they  normally  tend  to  discuss  in  lofty  and  abstract  terms,  often  overlooking 
important  qualifications.  One  Is  much  more  liksly  to  get  feasible  sugges¬ 
tions  frcei  a  War  Same  context  than  frcxt  a  person  working  In  Isolation. 

(Of  course,  really  scholarly  work  or  good  technical  analysis  probably  can¬ 
not  bo  done  In  this  feverish  atmosphere,  although.  It  may  be  Inspired  there.) 

On  the  whole,  this  kind  of  activity  Is  very  promising.  However,  one 
should  recognise  clearly  that  the  value  of  the  results  is  almost  com- 
plstely  dependent  on  the  skill  of  the  players  and,  even  more,  on  the  skill 
of  the  referees.  There  seems  to  bo  a  tendency  to  overlook  this  j»lnt. 

Many  people,  in  reporting  the  results  of  s^aming  place  a  heavy  reliance  on 
the  fact  that  the  results  came  out  of  a  game.  The  Implication  is  that 
any  kind  of  War  Ouaing  automatically  gives  conclusions  a  little  extra  degree 
of  reliability.  Aside  from  the  fact  that  they  should  have  had  at  least  a 
■oderate  amount  of  hostile  scrutiny  (which  may  have  been  ignored),  there 

- ^ - 

We  are  here  ignoring  the  Brooklyn  Dodgere  "kill  the  laopire  achool." 
it  le  to  be  aasumed  that  very  few  of  this  group  will  ever  qualify  to 
participate  in  a  war  game. 
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!•  no  r***on  for  thla 

Any  s'jbstAntlra  r«8ult8  that  coiae  out  of  a  Wac  Oaae  ahoulJ  b«  Juati- 
flad  on  thalr  own  aarlta.  Tha  fact  that  thay  cat  out  of  a  gfa  Is  alaost 
coMplataly  Irr-aleyant  to  thair  raliability.  One  has  to  justify  thaa  In 
the  ease  way  one  Justifies  any  Idea. 

It  nay  be,  fron  the  pedagogical  point  of  rlew,  a  rery  good  Idea  to 
present  the  results  In  the  setting  given  by  the  history  of  the  gane.  This 
is  sonetlnes  a  clear  and  vivid  way  to  talk  about  the  issues.  One  should, 
ho^wver,  never  fall  Into  the  error  of  trying  to  Justify-  the  results  by  the 
history  produced  by  the  gane,  but  rather  the  opposite.  One  first  Justifies 
the  results,  Th.s  nay  or  nay  net  naice  the  history  seen;  plausible.  (As  we 
will  mention  later,  one  often  wants  to  study  InpLaualble  histories.) 

There  are  sobm  other  coasaants  that  should  be  made  about  this  kind  of 
War  jacs.  First,  there  should  be  no  overwheladng  ccaapulalon  to  try  to 
siaiulate  every  possible  aspect  of  reality  In  the  details  of  the  gaate.  For 
exanple,  the  pattern  of  information  flow  and  decision  making,  which  corres¬ 
pond  to  the  real  world,  doesn’t  have  to  be  followed  by  the  players.  While 
certa'n  players  nay  be  appointed  to  think  about  the  enemy  as  their  chief 
responsibility,  one  can  still  ask  them  In  for  consultation  or  othar  quaa- 
tiona.  In  fact,  one  can  reveal  to  them  ostensibly  secret  Infonsatlor  sbout 
the  other  side  In  order  to  coneult  with  them  about  some  question  which  has 
arisen.  Similarly  the  player  who  takes  the  part  of  our  own  country  i&ight 
well  be  asked  to  advise  the  •neay  on  what  would  be  sensible  actions  for  him. 

If,  as  a  result  of  this  close  consulting,  information  which  one  does 
not  think  would  actually  Isak  In  tha  real  world,  does  leak,  one  eimply  asks 
the  player  to  act  as  If  he  did  not  know  about  the  Information.  We  admit 
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this  may  b«  difficult  to  do  in  practica,  but  if  a  plajrar  la  reasonable  and 
aaked  to  act  as  If  he  does  not  know  a  piece  of  Information,  he  Is  probably 
as  good  an  analogue  of  the  real  boneet-to-goodness  opponent  as  the  player 
who  does  not  aotaally  know  the  Information.  There  are  so  many  lsnx>rtant 
and  relevant  ways  In  which  the  analogue  fails  as  a  straight  analogue  that 
the  mere  question  of  pretending  lack  of  Information  Itself  while  not 
irrelerant,  Is  not  dominant. 

This  does  not  mean  that  one  does  not  want  to  hare  any  analoguing  In 
the  game  (including  security  aspects),  but  simply  that  there  la  nothing 
sacred  about  the  art-lcr-e*  It  uy  or  may  not  be  followed,  as  convenience 
suggests.  The  Important  thing  Is  to  have  enough  of  an  analogue  so  that 
players  feel  they  are  playing  roles  Instead  of  merely  partaking  In  an 
elaborate  conference.  Nothing  else  Is  essential. 

A  second  thing  to  emphasise  Is  that  the  game  should  not  necessarily 
concern  itself  only  with  probable  situations  but  should  also  emphasise 
"Interesting"  situations.  It  Is  true  that  one  way  a  situation  can  be 
Interesting  Is  because  it  is  probable,  but  it  is  also  true  that  often  rela¬ 
tively  improbable  situations  are  very  Interesting  because  if  they  occur 
they  are  so  extraordinarily  Important.  That  is,  the  game  should  be  guided 
Into  a  study  If  situations  about  which  one  wishes  to  be  educated  and  not 
simply  because  one  thinks  they  are  most  likely  to  happen.  It  Is  not  the 
purpose  of  the  game  to  be  an  oracle. 

The  whole  question  of  how  much  of  an  oracle  the  war  game  can  be  ex¬ 
pected  to  be  is  quite  interesting.  Experience  has  shown  that  people  often 
tend  to  adopt  the  same  solutions  to  similar  problsms.  Insofar  as  this  is 
true,  a  realistic  war  game  may  predict  the  future,  or  at  least  some  aspects 
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of  it,  quit*  accuratclor.  In  fact,  it  has  been  claiaed  that  War  Oaalng  is 
a  very  valuable  adjunct  to  intelligence  activities  because  merely  looking 
at  something  from  the  opponent *8  x>int  of  view  in  a  detailed  and  concrete 
way,  may  indicate  what  the  opponent  will  do  —  also  in  a  detailed  and 
concrete  way.  Bren  things  like  troop  dispositions  might  be  predicted  by 
this  technique. 

However,  admitting  all  o^  the  foregoing,  it  is  probably  wrong  to  think 
of  the  war  gam*  as  portraying  the  future.  The  re.  ion  for  thie  is,  first  of 
all  the  obvious  one:  the  future  is  uncertain.  More  than  that,  it  is  clear 
that  scete  very  improbable  events  are  sure  to  occur  and  that  some  of  these 
improbable  events  will  have  important  effects.  By  their  very  nature,  it 
is  impossible  to  take  into  account  these  improbable  events.  However,  insofar 
as  some  parts  of  the  future  are  more  or  less  determined  or  even  over-deter¬ 
mined  by  existing  constraints,  a  war  game  might  be  successful  in  exploring 
these  constraints  and,  therefore,  useful  in  predictions. 

Same  other  aspects  of  the  minimum  rule  detailed  war  game  should  be 
mentioned: 

a.  This  kind  of  game  usually  does  provide  a  possibility  of  valuabla 
training  because  on*  can  simulate  a  man’s  actual  Job  and  test  at 
least  paper  responses. 

b.  Real  war  games  may  occasionally  have  very  dull  aspects,  i.e.,  war  is 

dull  and  a  game  which  analogiaes  it  may  also  have  periods  of  dullness. 
While  a  lot  should  be  done  to  avoid  this,  there  is  a  real  tendency  to 
introduce  things  arbitrarily  and  delib*i*at*ly  which  eliminats  dullness 
(for  example  things  which  make  the  game  less  onesided).  This  tendency 
should  be  g'lardsd  against. 
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c.  It  is  probably  true  th»t  the  role  of  the  conniltejit  should  be  fairly 
severely  clrcuascrlbed.  While  a  War  Gaae  fulfills  some  of  the 
functions  of  a  conference.  It  Is  a  different  kind  of  animal  and  care 
should  be  taken  that  It  does  not  degenerate  Into  a  conference.  In 
particular,  this  iseans  that  most  of  the  players  should  probably  be 
full-tlsw  and  obliged  to  cone  to  discussions  prepared  In  a  detailed 
way. 

d.  War  Gaming  might  find  a  very  Important  application  In  the  testing  of 
hypotheses  generally  and  War  Plans  In  particular.  The  formal  structure 
of  the  game  almost  automatically  subjects  the  plan  to  a  seml-hostlls 
critical  review  and,  what  may  be  more  to  the  point,  the  planners  them¬ 
selves  may  be  forced  to  take  realistic  looks  at  their  plans.  Hotmvsr, 
it  Is  not  suitable  the  testing  of  '•brilliant"  or  "psychological" 
strategies  that  depend  on  assumed  treaknesses  of  the  enemy  (although 

it  may  suggest  such  strategies).  War  Games  wh'ch  make  a  big  thing 
of  assumed  weakness  of  the  enemy  have  had  a  rather  dolorous  history. 

e.  One  of  the  major  wmaknessea  of  large  minimum  rule  war  games  Is  that 
they  tend  to  be  so  expensive  In  time  and  manpower  that  It  Is  Impossible 
to  consider  many  variations  of  a  scenario.  Hovever,  experience  has 
shown  that  once  a  group  has  gone  through  any  particular  scenario  they 
have  often  Isamsd  so  much  about  the  situation  that  they  can  talk 
themselves  through  variations  In  a  quite  fruitful  way.  In  particular. 
It  Is  possible  to  hold  a  formal  conference  after  a  war  game  to  discuss, 

"What  would  have  happened  If  Instead  of  assuming  _ _, 

we  had  assumed  _ 7".  Whether  or  not  the  conferees 

should  be  assigned  roles  or  be  on  an  eqiial  footing  depends  on  special 
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cireoiatAiieas  but  tlitost  all  varlatlooa  haw  provad  fruitful  in  prac- 
tioa. 

k.  Baaliatlc  War  Gaawa 

War  Gaaaa  and  training  laanauvara  ara  hlstorieallj  an  old  actlvltj,  but 
that  doaan*t  aaka  than  anjr  laaa  iMportant.  In  fact,  aodam  conditions  hava 
■ada  than  aaan  aora  lAportant  bacausa  so  auch  of  the  aquipaant  that  la  used 
\jj  the  araad  forces  has  navar  bean  tasted  in  a  raalistio  amrironaant  or  in 
realistic  contexts.  Thajr  ara  all  tasted  under  sieulated  conditions  wtiara 
the  sisulations  hava  to  be  vary  slapla  bacausa  one  cannot  supply  even  an 
unrealistic  ««r  lias  snviroraant  at  a  proving  ground.  In  particular, 
logistic,  sanrloa  atsl  alert  orgardsations  hava  no  other  adequate  asthod  in 
paacs  tlas  of  testing  their  parforaanca.  Bacausa  the  training  aspaets  of 
a  real  war  gams  ara  so  large,  one  cannot  afford  to  lat  raallaa,  in  the 
sense  of  overall  realistic  situations,  inte'*fsra  with  letting  aost  of  the 
participants  gat  their  training.  It  is,  therefore,  doubly  iaportant  to  be 
conscious  of  the  unrealistic  slaaants  if  the  gams  is  to  be  used  for  evalua¬ 
tion  purposes  as  wall  as  training.  Maasxivars  and  training  exai^il^s  do  have 
a  vary  iaportant  role  in  evaluation,  but  it  takas  a  great  deal  of  ^d^snt 
to  use  their  results.  They  gansrata  a  great  leal  of  substantive  inforaation, 
Buch  of  which  nay  have  a  sobering  influence  on  people  too  addicted  to  official 
planning  factors,  but  they  are  almost  always  completely  unreliable  analogues 
of  even  the  current  situation,  let  alone  the  future. 


